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A Special Message from 
CAPCOM ENTERTAINMENT 

Thank you for selecting STREET FIGHTER COLLECTION 
for your Sega Saturn. CAPCOM ENTERTAINMENT Is 
proud to bring you this thrilling new addition to your 
video game library. 

• The Sega Saturn disc is intended for use exclusively 
with the Sega Saturn” System. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or 
other source of heat. 

• Be sure to take an occasional recess during extended 
play, to rest yourself and the Sega Saturn compact 
disc. 

• Keep your Sega Saturn compact disc clean. Always 
hold by the edges and keep it in its case when not in 
use. Clean with a lint-free, soft dry cloth-wiping in 
straight lines from center to edge. Never use solvents 
or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVI- 
SIONS: STILL PICTURES OR IMAGES MAY CAUSE 
PERMANENT PICTURE-TUBE DAMAGE OR MARK 
THE PHOSPHOR OF THE CRT. AVOID REPEATED OR 
EXTENDED USE OF VIDEO GAMES ON LARGE- 
SCREEN PROJECTION TELEVISIONS. 

This product has been rated by the Entertainment 
Software Rating Board. For information about the ESRB 
rating, or to comment about the appropriateness of the 
rating, please contact the ESRB at 1-800-771-3772. 

WARNING: READ BEFORE USING YOUR SEGA 
VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience 
epileptic seizures when exposed to certain light patterns 
or flashing lights. Exposure to certain patterns or back- 
grounds on a television screen or while playing video 
games may induce an epileptic seizure in these individ- 
uals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or 
anyone in your family, has an epileptic condition, con- 
sult your physician prior to playing. If you experience 
any of the following symptoms while playing a video 
game - dizziness, altered vision, eye or muscle twiteh- 
es, loss of awareness, disorientation, any involuntary 
movement, or convulsions - IMMEDIATELY discontinue 
use and consult your physician before resuming play. 


CAPCOM HINT LINE 

Hints are available: 

1 - 900 - 680 - (1-900-680-2583) 

$.99 per minute for 24-hr. pre-recorded informa- 
tion. $1.25 per minute for live Game Counselor 
assistance. From Canada: 

1-900-677-2272 ($1.25 per minute). 

Must be 18 years or older, or have parental per- 
mission. Game Counselors available 
Monday-Friday 8:00 a.m. - 5:00 p.m. Pacific 
Standard Time. This hint line supports games 
produced by CAPCOM ENTERTAINMENT, INC. 
only. No hints will be given on our Consumer 
Service line. You must have a touch-tone phone 
to use this service. 

CAPCOM ON-LINE 

http://www.capcom.com 

CompuServe users, select Go. . . 
then type: capcom 

Visit our website to see ail the great new 
CAPCOM products or to play certain games on- 
line! Or just e-mail us for help or to find out 
what’s new at CAPCOMI 


CAPCOM ENTERTAINMENT, INC. 

475 Oakmead Parkway 
Sunnyvale, CA 94086 

© CAPCOM 00., LTD. 1991, 1993, 1994, 1996, 199/ 
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Set up your Sega Saturn game console according to the instructions in its Instruction 
Manual. Make sure the power is off before inserting or removing a compact disc. 
Insert either STREET FIGHTER COLLECTION disc and close the disc cover. Insert 
game controllers and turn on the Sega Saturn game console. Follow the on-screen 
instructions to start a game. 




START BUTTON 


DIRECTIONAL BUTTON 


A BUTTON 


C BUTTON 


Hold A, B and C 
Buttons simultaneously, 
then press Start 


Starts Game 

Pauses Game 

loins in for Second Player 

Highlights Game Mode 
(See Mode Select Screen) 

Changes Settings 
(See Option Mode) 

Moves Character 

Opens Pause Menu 
Selects Menu Item 

Opens Pause Menu 

Selects Menu Item 

Resets Game 


Starts Game 

Pauses Game 

loins in for Second Player 

Highlights Game Mode 
(See Mode Select Screen) 

Changes Settings 
(See Option Mode) 

Moves Character 

Opens Pause Menu 
Selects Menu Item 

Opens Pause Menu 

Selects Menu Item 

Resets Game 



Important Note: The diagram shows the Directional Button positions for a player facing 
the right The controls are reversed when facing the left. 


X BUnON 

A BUnON 

Light Punch 0ab) 

Light Kick (Short) 

Y BUTTON 

B BUTTON 

Medium Punch 

Medium Kick 

Z BUnON 

C BUTTON 

Hard Puncli (Fierce) 

Hard Kick (Roundhouse) 

L BUnON 

R BUnON 

3P 

3K 









INSURER STREET FIGHTER II 
: SUPER STREET FIGHTER II TURBO 





After loading Disc 1 , press the Start button to bring up tire STREET FIGHTER 
COLLECTION title screen. Then press the Start button to bring up the Game Select 
screen. Highlight eitirer game and press the Start, A or C buttons to select the game. The 
intro sequence for the game will start. Press the Start hutton to bring up the game’s title 
screen. Press the Start, A or C buttons again to bring up the Mode Select screen. 

To exit one game and play the other, from tire game’s title screen press and hold the 
A, B and C buttons simultaneously. Then press the Start button. Tliis will return you 
to the Street Fighter Collection title screen. 


(CADE MODE 


After selecting this 1 player mode from the Mode Select screen of either game, highlight 
a character and press a button to select it. You can select character color depending on 
wMch button you use to select the character. If SPEED is set to FREE in the OPTION 
MODE of Super Street Fighter II Turbo, choose between 3 levels of TURBO speed after 
selecting your character (see page 16). You will battle each character in the Super Street 
Fighter tournament. If you are good enough, you may reaclr tire finals. 

To join in with a 2nd player and fight a single match, simply press the Start button on 
the Player 2 controller, then select a character. 


This mode allows you to have single 2 ^player matches. Select each character and 
color in the same manner as ARGADE MODE. Also, in Super Street Fighter II Turbo, 
choose between 3 levels of TURBO speed. After the matcli ends, you will be able to 
choose 2 new characters if you desire. 


The OPTION MODE for both games are identical, except for tire SPEED option in 
Super Street Fighter II Turbo. 

Difficulty Adj ust 8 levels of difficulty, with more stars being 

more difficult. Level 4 is default. 


Time Limit 


Turn the time limit on eacli round to ON or OFF 


Speed (SSFII TURBO only) Choose between FREE (choose from 3 levels in game), 
T0(slow),Tl,T2orT3 (fast) 


Shortcut 


Sound 


BGM Test 


Select between ON or OFF. If you select ON, this is the 
quick start mode 

Choose between STEREO and MONAURAL, 
depending on your system 

Use the Directional button to change the number, 
tlien press the A button to hear the Background Music 
theme. Stop the theme with the B button. 


Button Config. Adjust your functions for gameplay. 

Screen Adjust Use the Directional button to adjust the location of 

the game on your monitor. 



MEMORY CARD 


SAVE DATA 

This allows you to save your OPTION MODE settings and HI-SCORE data to your 
Saturn internal memory. STREET FIGHTER COLLECTION uses 1 memory file. 

To save your game select BACKUP from tlie Mode Select screen, then press tlie Start, 
A or C buttons. Higlilight SAVE DATA then press the Start, A or C button to select 
SAVE DATA. Your game will automatically save your settings. Follow the on-screen 
instructions to return to the OPTION MODE. 


LOAD DATA 


After saving to memory, you can LOAD your settings and play with those settings 
intact. Select BACKUP from the Mode Select saeen and highlight LOAD DATA. Press 
the Start, A or C buttons to select LOAD DATA, and your saved data will automatically 
load. Follow the on-screen instrucUons to return to the Mode Select screen. 


ifNGERS 


A short list of moves beyond the basic punches and kicks appears here and also in 
The Alpha Wamors, pages 18-24. 

Note: Moves from SUPER STREET FIGHTER II not listed in SUPER STREET FIGHTER 
II TURBO are still available. 

The moves are described in this manner: 

The directions you need to press the Directional Button to perform the move are 
descrihed first (moves must be done in a smooth, quick motion). Following the move 
is tire list of Punch or Kick buttons you must press to perform the move. 

Key = P — Any Punch button 

K — Any Kick button 

LP — Light Punch button 

MP — Medium Punch button 

HP — Hard Punch button 

LK — Light Kick button 

MK — Medium Kick button 

HK — Hard Kick button 

2P — Any 2 Puncli buttons simultaneously 

3P — All 3 Punch buttons simultaneously 

2K — Any 2 Kick buttons simultaneously 

3K — AH 3 Kick buttons simultaneously 


SUKR COMBOS 

Each time you execute normal moves and special moves, your Super Combo gauge 
will build up. Your level will increase when the gauge reaches certain points, and then 
you will be able to perform Super Combos. 



new CHALIENGERS 


r 


iiiiME... 

Gou-hadoken 


Zonkuu-hadoken 

When inair,'^i| ^+P 

Go-shoiyuken 


Tatsumaki-zanku-kyaku 



SUPER v: 

Straight Dash Punch 

Hold ^ for 2 seconds, then press ^+? 

Dashing Uppercut 

Hold ^ for 2 seconds, then press ^ + K 

Final Punch 

Press and hold 3P or 3K for 2 Seconds, then release 

Buffalo Head Butt 

Hold for 2 seconds, then press ^ + P 



Final Punch 

Press and hold 3P or 3K for 2 Seconds, then release 

Buffalo Head Butt 

Hold for 2 seconds, then press -#+ P 

Ground Dashing Punch 

Hold for 2 seconds, then press + P 

Ground Dashing Upper Punch 

Hold -4* for 2 seconds, then press + K 

SMSBB 


Crozy Buffalo 

Hold ^ for 2 seconds, then press + P 





EMm 





r~i 

Rolling Attack 

Hold ^ for 2 seconds, then press ^►'+ P 

Electric Thunder 

Press P repeatedly 

Vertical Rolling Attack 

Hold for 2 seconds, then press K 

Beast Roil 

Hold ^ for 2 seconds, dien press ^ + K 

M. 



Surprise Backward Attock 

Press 4 +3K 

Surprise Forward Attack 

Press ^ +3K 

Rock Crush 

Press 4 4 

Amazon River Dash 

Press M +HP 

1 SUPER COrAbO 

1 Ground Sweep Rolling Attack 

1 Hold for 2 seconds, then press ^ ^ + P 
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i _ 1 

Front Kick 

Press +K 

Cannon Drill 

Press ■f-M^’ + K 

Spinning Knuckle 

Press4lk'f-«4- + P 

Crouching Sweep Kick 

Press -f-H-HK 

SUPER TURBO 


Front Kick 

Press + K 

Cannon Drill 

Press-f-^^ + K 

Spinning Knuckle 

Press^lk-f-Hf-tP 

Hooligan Combo 

Press ^ ^ + P, then while in air press K 

SUPER COMBO 


1 Spin Drive Smosher ] Press +K | 





W 


Offi' 


Hyper Fist 

Press ^ for 2 seconds, then press ■♦ + P 

Double Dread Kick 

Press ^ for 2 seconds, then press ^ + K 

Max Out ' 

Press for 2 seconds, then press ^ + P 

Knee Shot 

While in air, press + K 

SUPER TU 


Hyper Fist 

Press ^ for 2 seconds, then press ■4k+ P 

Double Dread Kick 

Press ^ for 2 seconds, then press ^ + K 

Max Out 

Press ^ for 2 seconds, then press ^ + P 

Maximum Jackknife 

Press ^ for 2 seconds, then press ■#■ + K 

SUPER COMBO 




I Dreod CQrnivQl | Press'^ for 2 seconds, then press 




\ 


'1 



E. HONI 


SUPER 


Sumo Head Butt 

Hold for 2 seconds, then press ^ + P 

Hundred Hand Slap 

Press P repeatedly 

Sumo Smash , 

Hold for 2 seconds, then press .4*'+ K 

Flying Sumo Pn 

♦ MK 

SUPER T 


Ouicho nage 


Knee Kick 

While near opponent, press or ^ + HP 

Flying Sumo Press 

While in the air, press + MK 

Harai keri 

Press 4 or 4 + HK 

SUPER C 


1 Onimusou 

Hold Mji for 2 seconds, then press K | 




Roundhouse Hop 

Press4 + HK 

Forward Hop 

Press or ^ + MK 

SUPER TURBO 

1 

Rising Dragon Kick 

Press44» + K 

Rekka Ken 

Press ^ + P (can be done 3 times successively) 

Rekkukyaku 

Press 4M4«4« + K 

Roundhouse Hop 

Press 4+HK 

SUPER COMBO 



(can be done 3 times successively) 














SUPER 

1 

Sonic Boom 

Hold for 2 seconds, then press + P 

Somersault Kick 

Hold for 2 seconds, then press + K 

Reverse Spin Kick 

Hold or ^ toward opponent, then press MK 

Spinning Back Knuckle 

Press ^ + HP 

SUPER TURBO 


Sonic Boom 

Hold for 2 seconds, then press + P 

Somersault kick 

Hold ^ for 2 seconds, then press + K 

Reverse Spin Kick 

Hold or ^ toward opponent, then press MK 

Knee Berzerker 

Press ^ or + HK 

rSeSmStftk 

Hold Ik for 2 seconds, then press M IkkI + K 





Hold ^ for 2 seconds, then press ^ + P 


After performing Head Press, press P repeatedly 


Hold ^ for 2 seconds, then press ^ + P 


Psycho Crusher 


Hold ^ for 2 seconds, then press ^ + K 


Hold for 2 seconds, then press ■^ + K 


Press for 2 seconds, then press ■^ + P 


Knee Press Nightmare | Press ^ for 2 seconds, then press 1^+ K 


SUPER TU 


JVLBI 


Somersault Skull Diver 


Psycho Crusher 


Double Knee Press 


Hold for 2 seconds, then press ^►+ K 


Head Press 


Hold for 2 seconds, then press -^ + K 




SUPER 

Fireball 

Press#-* ^ + P 

Dragon Punch 

Press +P 

Hurricane Kick 

Press-#*# +K 

Fire Hodoken 

Press#*#*# + P 

SUPER TURBO 

- 

Fireball 

Press#* # + P 

Dragon Punch 

Press +P 

Hurricane Kick 

Press Ik ■^ + K 

Air Hurricane Kick 

When in air, press 1^ '^ + K 


,-v.- ‘ .V-' 

1 Shinku hodoken | 

Press #*##*# + P 



SAGAT 




- 



The Hawk 

When in air, press 3P 

Storm Hammer 

SdO-degree motion -i- P 

Thurderstrike 

Press ##*+P 

Heavy Body Press 

When near opponent, press -i- HP 

Emmm m 

The Hawk 

When in air, press 3P 

Storm Hammer 

360-degree motion -fP 

Thunderstrike 

Press ##* +P 

Heavy Body Press 

When near opponent, press -h HP 

SUPER COMBO 


1 Double Typhoon | 360-degree motion twice + P | 













Flying B ( 

hold for 2 seconds, flien press -hIk + K- follow op with P 

Claw Dive 

hold for 2 seconds, then press ^ + K. Follow with or ^ + P 

Claw Roll 

Hold for 2 seconds, then press ^ + P 

Claw Thrust 

Hold for 2 seconds, then press + P 



Flying Biircelona Attack 

hold for 2 seroiids, then press ^ + K. Follow with P 

Claw Dive 

hold for 2 seconds, then press + K. Follow with ^ or -n P 

Claw Thrust 

Hold for 2 seconds, then press •# + P 

Bacblash 

Press 3P 

SUPER COMBO 


1 Rolling Claw Dive | hold lor 2 secodulien press 41 ll:W+K- While in oir, press ^ or a^iP | 




ffT . 


Spinning Piiedriver 

360-degree motion + P 

Double Lariat 

3Por3K 

Siberian Suplex 

360-degree motion -f K 

Flying Body Press 

When in air, press '^-f HP 


Spinning Piiedriver 

360-degree motion -fP 

Double Lariat 

Press 2Por2K 

Siberian Suplex 

360-degree motion -fK 

Bonishing Fist 

Press -f- ■^P 


: 

Final Atomic Buster 

360-degree motion twice -fP 
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fIGHTER AlPHA 2 GOID 


There are 4 modes of play and 2 setup modes for Street Fighter Alpha 2 Gold. After a 
battle, die win/loss screen appears. At the continue screen, press tlie Start button before 
tire time readies zero in order to continue. To bypass the continue saeen and end the 
game, press any button otlrer than tire Start button. (Note: Turning SHORTCUT to “on ” 
in the OPTION MODE bypasses the Mode Select screen. See page 1 6 for more) 

To ad] ust your button configuration during gameplay, press the Start button to pause 
the game. Then press the A or C button to bring up the Pause Menu. Select KEY 
CONFIG from the menu to adjust your buttons, then EXIT when you are finished. 
Select QUIT to return to the Mode Select screen. When configuring your buttons, use 
the Directional button to highlight tire function, then press the button you want to 
perform that function. 


ARCADE MODE 


Select a Street Fighter character and fight your way tlirough 8 other computer- 
controlled opponents. ARCADE is a one-player game, but a second player can join in 
at any time. Press the Start button on the opposite controller to join in. The Character 
Select screen will appear. 

From the title screen, press the Start button to see the Mode Select menu. Use the 
Directional Button to highlight this mode, then press the Start, A or C buttons to 
select it. You will then see the Character Select screen. Use the Directional Button to 
highlight a character. When selecting a diaracter, you may also change the color of 
your character depending on whidr button you press. 

MANUAL You must perform all blocking functions, and Super Combos must be 
performed using the full instructions outlined in ALPHA WARRIORS 
(see page 18). 




AUTO 


Auto mode offers 2 features: 


Simple Command You can execute Super Combos by simply 

pressing 2 buttons simultaneously. Press Light 
Punch and Light Kick simultaneously for Super 
Combo #1. Press Medium Punch and Medium 
Kick for Super Combo #2, and press Hard Punch 
and Hard Kick for Super Combo #3 . If your 
character has only 2 Super Combos, #2 is 
executed even if you enter the command for #3 . 
Only Level 1 Super Combos are available in 
AUTO mode. 

Auto Guard Your character will block automatically unless 

you are attacking. The number of available auto 
guards is unlimited. 

Note: Your opponent can block Super Combos in the air while you are in AUTO mode. 



V.S. MODE is the classic 2-player contest. Use the Directional button to Mghlight this 
from the Mode Select screen and press tlie Start, A or C buttons to select it. You will 
then be presented with the Character Select screen. Select character, color, game 
speed and MANUAL/AUTO in the same manner as the ARCADE mode. 


fALJHODE 


This one-player mode challenges your skill as a Street Fighter. Highlight and select a 
character as you would in ARCADE mode. Fight as far as you can in 1 round matches 
where your vitality level carries over to the next match. You are rated by time and 
hits, which add up to your recovery level. Your recovery level determines how much 
vitality you will recover for the next match. 

When you finish the SURVIVAL mode or you lose a round, you can enter your name 
if you rank. When you lose, the Continue screen appears. Higlilight CONTINUE to 
keep playing the SURVIVAL mode or EXIT to return to the Mode Select screen. Press 
the Start, A or C buttons to make your selection. 


NGMODE 


This mode allows you to study and practice special moves. Super Combos and 
Custom Combos. Your opponent will not block for the first hit, but wUl block for the 
following hit. Therefore you can easily determine if you can execute tlie combo 
successfully. After a certain amount of time, the opponent will not block your attack. 


The Super Combo Level Gauge is fully cliarged, up to Level 3, and will be consumed 
as you execute Super Combos and Custom Combos. It will re-charge after a certain 
amount of time. 


At first, select your character and your opponent character. The Training Main Menu 
will then appear. You will see the following options. Use the Directional button to 
highlight the option, and press the Start, A or C buttons to select it: 

NORMAL MODE Begins practice with these features: No Time Limits, 


RECORDING MODE 

opponent’s vitality does not decrease when hit, and no 
combo replays 

Begins practice with these features: Time Limits 
applied, opponent’s vitality deaeases when hit; if 
opponent is KO’d, time runs out or combo is successful, 
a window will appear where you can choose to replay 
the combo or continue practice 

REPLAY 

Replay your training fight 

CHARACTER CHANGE 

Change your character and your opponent character 

ACTION 

You can choose opponent’s action from following 3 
options: STAND character always stands; CROUCH- 
character always crouches; JUMP-character repeatedly 
jumps 

SPEED 

Select from 3 speeds 

GAUGE 

Changes amount of charged Super Combo meter 

EXIT 

Return to MAIN MENU 

If you press START button during practice, you pause 
gameplay and a window appears with the following 
options: 

CONTINUE 

Returns to practice 

KEY CONFIG 

Allows you to configure your control buttons 

MENU 

Returns to Main Menu 

QUIT 

Quits Training Mode 


9DE 


Think you can challenge evil to a fight? Try the AKUMA MODE! Select any character 
and battle Akuma on his terms. . .a whirlwind tour of all the battlegrounds in Street 
Fighter Alpha 2 Gold. If you defeat Akuma, you face him again in the next setting. 
Good luck. Akuma is out for revenge. 


OniONMODi 

Use the Directional button to highlight OPTION from the Street Fighter Alpha 2 Gold 
Mode Select screen and press the Start, A or C buttons to select it. Then use the 
Directional Button to highlight an option. Return to the Mode Select screen by 
highlighting EXIT and pressing the Start, A or C buttons. 

DIFFICULTY There are 8 levels of difficulty available for ARCADE MODE. 


TIME LIMIT 

Adjust the number of stars for the difficulty from 1-8 (Low to 
High). 

You can set tire time limit for the round. 

ROUNDS 

You can adjust tire number of rounds per match. 

DAMAGE 

Tire level of damage can be changed from 1 to 4. This 
determines how much damage you inflict and how mucli 
damage you receive. 

TURBO 

You can adjust the game speed here between 8 levels of 
TURBO. Adjust the number of stars for the level you want. 

The more stars outlined, the faster the level of TURBO. 

SHORTCUT 

Set tltis to “on” and you can bypass the Mode Select screen in 
ARCADE MODE and jump right to flie Character Select 
screen. 

PLAYER 

You can switch eacli player between Human and COM 
(computer) in VS. MODE only. 

SOUND 

Adjust tlie sound on your game for stereo or monaural sound, 
depending on the capabilities of your sound system. 
Background Music (BGM) switches the music between Remix 
and Original. 

KEY 

CONEIGURATION 

You can choose any button for your punch/kick 
function. 


BACKUP DATA 

This allows you to load or save liigh score data and option settings. This game 
consumes 1 block of memory space. From tlie Mode Select screen, highlight BACKUP 
and press the Start, A or C buttons. Select one of the following options: 

SAVE DATA Save the ARCADE MODE data into your Saturn internal 


LOAD DATA 

memory. 

Load the data (high-score) from memory. 


iPECIAL FEATURES 

street Fighter Alpha 2 Gold offers many other great features. Here is a 
description of each: 

SUPER COMBO LEVEL GAUGE 

Each time you execute normal moves and special moves, your Super Combo Gauge 
will build up. Your level will Increase when the gauge reaches certain points, and then 
you will be able to perform Super Combos, Custom Combos and Alpha Counter 
moves. 

When performing Super Combos, the amount of damage inflicted by a successful 
combo can be controlled depending on the buttons pressed. With the Super Combo 
Level Gauge at full power (Level 3) you can perform the Super Combo using 1, 2 or 3 
attack buttons simultaneously to increase or decrease the number of hits inflicted. 
Tire more buttons you press simultaneously, the more damage will be inflicted but 
more power will be consumed from your gauge. 

As a convenience, you can set one button on your controller to act as 3 Punch and 
one button to act as 3 Kick buttons when performing Super Combos. 

CUSTOM COMBOS 

Street Fighter Alpha 2 Gold gives you more ways to play! Create your own rapid-fire 
assault of multi-combinations that will pulverize your opponent. When your Super 
Combo Level Gauge reaches Level 1 or above, you're ready to do a Custom Combo. 

Here’s what to do: 

Press: 2P -r K or 2K + P 

This activates the Custom Combo system. You will see your character explode into a 
Custom Combo. Right above tire Super Combo Level Gauge will be die Custom 
Combo Timer. You only have a certain amount of time to create the Combo. Once the 
Timer reaches zero, the Combo will end. 

While in the Combo, execute any punch, kick or special move to make up your multi- 
hit combination. Super Combo moves are not available in Custom Combos. 

ALPHA COUNTER 

When you block your opponent’s attack, press the Directional Buttons -4 in a 
smooth motion, then press a punch or kick button. Tltis will perform an Alpha 
Counter attack, which is a quick counter move against your vtilnerable opponent. 
Each character has 2 different Alpha Counters depending on which button you press. 
Alpha Counters consume 1 level on your Super Combo gauge. 

AVOID BEING FLOORED 

When you are hit by a knock-down move (Dragon Punch, Leg Throw, etc.) press the 
Directional Buttons 4*4 in a smooth motion, then press any punch button. Your 
cliaracter will roll forward and avoid being floored by your opponent's move. 
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SPECIAL MOVES 

Go^horyuken 

+p 

Red Hadoken 

♦•«'»'lk4+P 

Teleport 

4441 +3Pot3K 

Forword Roll 

■f'l»4+P 

SUPER COMBO 


1 Messotsu-go-shoryuken 

4«'f-*4 4«-4*4+P 1 



; 


IIH ,..r— ir^ 

Bullheod 

Hold 4 ^ for 2 seconds, then + P 

Choke Chain 

360de9ree motion, then P 

Bullhorn 

Hold 2P or 2K for 1 second, then release 

Bandit Chain 

360-degree mohon, then K 

SUPER COMBO 


1 Bull Revenger | 'f' 4 ^ 4 + P | 
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SPECIAL ffiOVES 



Flash Kick 

Hold for 2 seconds, then -i- K 

Back Fist 

Press 4 + HP 

Sonic Boom 

Hold 4 ^ for 2 seconds, then -i- P 

Top Kick 1 

Press 4 + MK 

SUPER COMBO 

1 

1 s 


I Sonic Borrage | Hold ^ for 2 seconds, then »4»+p 


CHUN-L 



SPEllAL MOVES 

Spinning Air Kick 

Hold for 2 seconds, dien ^-i- K 

Fireball 

4»4M4sP 

Lightning Kick 

K rapidly 

Axe Kick 

4«4»4+K 

SUPER COMBO 

1 Hozon-tensho-kyoku 

Hold for 2 seconds, then 4 It 9 -f K | 











SPECIAL MOVES 

■ 

Gekko (So-ryu) 


Hyaku-ren-ko (So-ryu) 

P ropidly 

Jya-sen (Ki-ryu) 

Hold ^ for 2 seconds, then ^ + P 

Ougo (Kkyu) 

Hold for 2 seconds, then + K 

SUPER COMBO 


1 Zen-ei (So-ryu) 

-f- 


Tip; Press 3P for So-ryu style. Press 3K for Ki-ryu style. 


GUY 


SPECIAL MOVES 


Whirlwind Kick 


Hou-zon-to 

■f'»4+P 

Dashing Crescent 

'f’« f' + HK + K 

Run 

iP-iLK 

SUPER COMBO 

1 Bushin-hossou-ken { '#' 4 ^ 4 -i- P | 




EEDS S T 1 

Dragon Punch 


Hurricane Kick 

'»'lk4+K 

Fireball 


Roll 

'f-»4+P 

SUPER COMBO 

1 Shadow Dragon 

1 4Al4'f'*4+P 1 






Head Press 

Hold for 2 seconds, then ■# + K 

Psycho Shot 

Hold ^ for 2 seconds, then ^ -r P 

Double Knee Press 

Hold for 2 seconds, then K 

Bison Warp 

♦•#■«+ 3P 

SUPER COMbO 

1 Psycho Crusher | Hold for 2 seconds, then ^ + P | 



EIE 


SPECIAL MOVES 

Stinger 

♦•■f-H+K + K 

Mekon Delta Escape 

'f'»4+K + K 

Patriot Circle 

-f-AL^ + P 

Mekon Delta Air Raid 

4lk4+P+P 

ll35111SiM§l 


Mine pweeper 

1 ’f-»4'f-»4 + P 1 












RYU 


SPECIAL MOVES 


Dragon Punch 


Hurricane Kick 

'•■Ik4+K 

Fireball 


Overhead Smash 

+mp 

MMfSMWS^S 

1 Shinku-hadoken 




SAGAT 


SPECIAL MOV 


Tiger Uppercuf 


Ground Tiger Shot 


Tiger Knee 

♦■’f-AI + K 

Tiger Shot 

■f-M^ + P 

SUPER COMBO 



I Tiger Genocide | #' lA Ik + K | 
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El 






mmmi 


Sho-oken 

♦■■f-M + P 

Hadoken 


Shun-pu-kyaku 

-f-M-f+K 

Flower Kick 

4> + mk 

SUPER COMBO 


1 Shinku-hadoken 







Butsu-metsu Buster 

36Ch)egree motion -r- P 

Shira-ha Catch 


Jigoku Scrape 


Daikyo Burning 

360-degree motion + K 

SUPER COMBO 

1 Pummeler 





SPECIAL MOVES 


Spinning Piledriver 

360-degree motion + P 

Double Lariot 

3Por3K 

Flying Power Bomb 

36(klegree mohon + K 

Banishing Fist 

♦•'f-H+P 

SUPER COMBO 


1 Aerial Russian Slam | 













VISIT OUR WEBSITE FOR MORE MERCHANDISE OR 
TO ORDER 

HTTP; //WWW. CAPCOM.COM 
Call (408)774-0400 For Questions Or 
To Order By Credit Card or Call Our New 900# 
Line To Order And Charge It To Your Phone Bill. 
Call (900)680-2583 For More Info. 


T-SHIRTS (All T-shirt Sizes XL) 


■ 1 Resident Evil 

$15.95 

LJ Mega Man X4 

$14.95 

f l Street Fighter Alpha 2 

$14.95 

LJ Super Puzzle Fighter II 

$14.95 

STRATEGY GUIDES 


Street Fighter Alpha 2 

$15.95 

LJ Night Warriors 

$13.95 

1 r Street Fighter Alpha 

$15.95 

S 1 Resident Evil 

$15.95 

Cj Marvel Super Heroes 

$15.95 

1 1 Street Fighter 3 (Arcade) 

$15.95 

Cj Vampire Savior (Aracde) 

$15.95 

AND MORE... i 

1, 

1 1; Lecither Backpack 

$60.00 


(capcom logo on flap) 


.CALL (408)774-0400 

'TO PRE'-ORDER' M'EW. RELEASES 


CHECK WWW, CAPCOM. COM 
FOR INFORMATION ON HOW TO GET YOUR 

FREE RESIDENT EVIL 

BEHIND-THE-SCENES STORYBOOK 


Apt. # 


Evening Phone; 


Method of payment; □ Check □ Honey Order □ Mastercard □ Visa 


Credit Card Account Number Exp. Date Cardholder Signature (Required to process order) 

SEND CHECK OR MONEY ORDER TO; CAPCOM ENTERTAINMENT, INC, A75 OAKMEAD PARKWAY SUNNYVALE, CA 


'Pnces Include Shipping/Handling. U.S. Funds Only. CA residents add 7.75% sales tax. (For delivery to Canada add $1.00) Ailow 4-6 Weeks For Deilveiy. White suppiies iast. 



THIS OFFER INOT SPONSORED BY.S'EGA 




CAPCOM ENTERTAINMENT INC. 
475 Oakmead Parkway 
Sunnyvale, CA 94086 


90-Day Limited Warranty 

CAPCOM entertainment, INC. (“CAPCOM”) warrants to the original consumer that this Saturn CD- 
ROM (“CD-ROM”) from CAPCOM shall be free from defects in material and workmanship for a period of 
90 days from date of purchase. If a defect covered by this warranty occurs during this 90-day warranty 
period, CAPCOM will replace the CD-ROM free of charge. 

To receive this warranty service: 

I . Notify the CAPCOM Consumer Service Department of the problem requiring warranty service by calling 
(doe) 774-0400. Our Consumer Service Department is in operation from 8:30 a.m. to 5:00 p.m. Pacific 
lime, Monday through Friday. 

7. II the CAPCOM service technician is unable to solve the problem by phone, he/she will instruct you to 
lelurn the game to CAPCOM. Simply return the entire CD-ROM freight prepaid at your own risk of damage 
or delivery. We recommend sending your CD-ROM certified mail. Please include your sales slip or similar 
ptool-of-purchase within the 90-day warranty period to: 

CAPCOM 

(tonsumer Service Department 
475 Oakmead Parkway 
tiunnyvale, CA 94086 

litis warranty shall not apply if the CD-ROM has been damaged by negligence, accident, unreasonable 
use, modification, tampering or by other causes unrelated to the defective materials or workmanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

II the CD-ROM develops a problem after the 90-day warranty period, you may contact the CAPCOM 
(lon.sumer Service Department at the phone number noted previously. If the CAPCOM service technician 
i.s unable to solve the problem by phone, he/she may instruct you to return the defective CD-ROM freight 
prepaid at your own risk of damage or delivery to CAPCOM, enclosing a check or money for $20.00 (U.S. 
innds only) payable te CAPCOM. We recommend sending your CD-ROM certified mail. CAPCOM will 
replace the CD-ROM, subject to the conditions above. If replacement CD-ROMs are not available, the 
detective product will be returned to you and the $20.00 payment refunded. 

WARRANTY LIMITATIONS 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE 
OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL 
CAPCOM BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States and Canada only. Some states and provinces 
do not allow limitations on how long an implied warranty lasts or exclusions of consequential or incidental 
damages, so the above limitations and exclusions may not apply to you. This warranty gives you specific 
legal rights, and you may have other rights which vary from state to state or province to province. 






